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As a person involved in computer graphics since 1969, I have participated in the evolution of the field in a scientific laboratory, an automotive company, and an aerospace company. This set of experiences has provided me a perspective quite different from that of the arts and entertainment industries that drive the majority of current graphics advances.
I've been lucky to have had the opportunity to work at all levels of graphics and user interface development, from computer animation to bit-level device drivers to user interface management systems to developing an integrated, full-scale CAD/CAM system. In addition, I've worked across all aspects of product development in aerospace and automotive. This has given me broad insight into product development-based interactive graphics. While my experience is predominantly in product development and manufacturing, I see clear parallels between the value of graphics in aerospace and automotive and value in other industries (e.g., animation, art, games, medicine, oil and gas, mapping).
To develop the concept of the third wave, I'll examine some of the significant advances industry has made to computer graphics and directions I see needed because of issues with the current state-of-the-art. I believe that computer graphics, including virtual reality, is at an innovation plateau and ready for the next wave of innovation.
Bio
Dave Kasik is Boeing's Senior Technical Fellow in visualization and interactive techniques. He is pursuing new ways of using visualization for huge amounts of both geometric and non-geometric data.
His work with geometric data has made Dave a pioneer in interactive 3D computer graphics. He devoted his first 11 years at Boeing to research and development of computer-aided design software. These projects led to pioneering work in interactive 3D graphics, user interface management systems, and industrial use of non-uniform rational (NURBS) solids and surfaces.
Dave has worked to make 3D geometry available to the entire Boeing user community. Examples include:
• IVT/Superviewer lets users see an entire virtual Boeing aerospace product without using special hardware.
• Low-end visualization gives users access to 3D engineering drawings, parts lists, training material, etc.
• Thin client makes high performance computers available to remote users. Dave is pioneering the use of visual analytics to help extract more information from complex non-geometric data. Visual analytics supplements more traditional analytic techniques (like statistics and data mining) with a human's ability to use vision to find anomalies and detect trends. Emerging visual analytics tools are being explored in areas as diverse as safety and marketing.
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